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Every first Sunday of May, the statue is moved from Viggiano to the church on the summit of Sacro Monte di 
Viggiano (Holy Mountain of Viggiano - 1725 meters). The statue is brought back in Viggiano on the first Sunday of 
September. A lot of local traditions depend of the connection between religious and rural world. 
 
 In this paper we want to describe the birth and development of the museum of local traditions that bought 
together not only local traditions but the new technologies as well. It is a strange combination that makes a 
wonderful and unforgettable educative experience. 
 
 
2. The birth of the museum and the first steps 
Back in 2003 thanks to a project launched in collaboration between the local administration of Viggiano and the 
group of schools, the first cultural core was created and later on that became the Museum of Local Traditions of 
Viggiano. The three-year project was completed with the help of student projects and the materials found during 
searches. After several years of managing by the local Pro-Loco, the museum was closed for a few years. Last year 
the museum has been reopened and is back to life, mainly where the biggest contribution came from the new 
management. The new management gave completely different image to the museum and helped the museum to 
entry into regional and national tourist circuits. 
3. Viggiano and its traditions 
A country like Italy, rich in history and traditions, is full of many museums and cultural sites. Even Basilicata, a 
small region of Southern Italy, offers visitors many museums, parks and places of important historical and cultural 
interest. Viggiano in Basilicata also has its own important history. During the eighteenth and nineteenth century, at 
the period of the great migrations, many people from Viggiano had to emigrate in search of a new life and luck. The 
knowledge and skill to play musical instruments or build them was one of the great ability Viggiano inhabitants had. 
In particular, Viggiano was famous at that time to have very skilled luthiers and still now Viggiano is remembered 
as the "City of Harp and Music". The population was devoted to the life and rhythms of the rural life. Just as in other 
parts of Italy, the rural world is important condition to maintain the oldest traditions. The MUVIG Museum of Local 
Traditions of Viggiano was born to preserve and safeguard the tangible and intangible culture tied to that world. 
MUVIG displays a collection with many objects of the rural world that has been recovered or donated by local 
people. 
4. The structure of the museum 
The structure of the actual museum coincides with the initial idea of the museum that was designed by teachers 
from the District Schools of Viggiano in 2003. The museum consists of many different rooms and each is dedicated 
to a different topic. The structure of the museum is the following: 
 
• Entrance hall with depictions of the traditional costumes in Agri Valley; 
 
• The room of artisans: 
This room of the museum showcases numerous tools related to some of the most popular crafts in Viggiano 
that survived until a few decades ago. The visitor is able to see the ancient tools of a blacksmith, a 
shoemaker and a carpenter. 
 
• Bedroom of upper-middle class of the late nineteenth century; 
 
• Kitchen from a farmhouse with fireplace and wood stove:  
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• Room of museum activities with the section on popular sayings and section concerning the religious 
processions of the Black Madonna of Viggiano; 
 
• Room with agricultural machinery, modern representation of a rural house in miniature and section on water 
mills; 
 
• Room with equipment for processing milk to produce cheese and ricotta; 
 
• Room with tools from old farms: 
The local traditions refer specifically to the rural world lived in the past. Every day, every moment was 
related by the rhythms of rural life. In this part of the museum the visitor is be able to see and understand 
how the different instruments were used to work the fields. 
 
• Reconstruction of an ancient cellar. 
5. Old traditions and modern technologies 
Since the early days of the management, we have tried to give the museum a modern and innovative look. The 
main problem of MUVIG was to “talk to” the objects that in most cases are not used and are even more difficult to 
interpret. We didn´t want give the idea that the museum is only a collection of objects and tools. Every object, even 
the smallest, was used during a historical period to perform a specific task. Therefore our task is to find a way to 
revive majority of the objects and tools that are located in the museum. It is impossible to reuse any instrument or 
object, so it was decided to select few points in the museum and through the use of a new technology, provide a new 
interactive service to our visitors. We have created interactive points with the use of Augmented Reality (AR). 
6. Augmented Reality: what is this? 
The Augmented Reality (often called AR) is used to enhance reality with virtual content: augmented reality is 
in fact the overlapping of layers with information (of different types such as video and graphics 2D, 3D, audio) to 
the real environment. The elements that add to the reality can be made through the use of various devices such as a 
workstation equipped with a webcam (workstation, PC, Mac), camera-equipped mobile devices (smart phones, 
tablets) or special viewers (smart glasses). The camera, webcam or camera shooting the surroundings and show the 
augmented reality through the recognition of some target mobile or through the recognition of certain items. 
The different AR currently available software reworks the live video stream in real time, adding that integrate 
multimedia content to the context and enrich it through tracking and geo location.  
The application of AR is now widespread in various fields: marketing, retail, events, education, culture and 
tourism, architecture and design, medicine, automation. 
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